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KWANTLEN University College / 
British Columbia Institute of Technology B.C.I.T. 
New Media Design and Technology (NMDT) program 
 
Course Outline 
 
Discipline: Applied Design 
Course Number: MDIA 6403 
College Credit: 3 
Descriptive Title: Sculpture and Modelling 
 
Calendar Description: 
 
This course provides the student with the opportunity to explore multiple three 
dimensional media and their conversion to the digital environment. 
 
Authorization: 
 
Course Designer: Lycia Trouton 
Chairperson: Barbara Duggan 
 
Date approved by college: September 1997 
Implementation date: October 1997 
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Academic Information 
 
Pre-requisites: Kwantlen University College Graphics and Visual Design Program 
Diploma 
 
Transfer Status: 
 
SFU 
UVIC 
UBC 
Other 
 
Required for the following certificates, diplomas: 
 
New Media Design and Technology – Advanced Specialty Certificate Program 
 
Instructional Methods: 
 
Class Size: 11 students 
Lecture: 1 hour per week 
Studio: 2 hours per week 
Field Experience: 3 hours 
Duration: 12 weeks 
 
Resource Materials: 
 

1) recommended textbook:  To Be Determined 
2) recommended reading: class hand-outs 
3) Basic Tool Kit 
4) Appropriate Clothing and Safety Equipment or Protection for Studio 

Environment 
5) Additional Materials as per assignment. 

 
 
Course: MDIA 6403 
NMDT program 
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Evaluation: 
 
 
Evaluation Scheme will resemble the following: 
 
Sculptures: 
  Figurative Assignment: 15 % 
  Found Object Assignment: 15% 
  Model Assignment (major project in teams): 20% 
 
Computer Generated manipulation of sculptures: each assignment: 
 10% (total 30%) 
Interpretation of Visual Effects: 10 % 
Participation / Discussion / Working Methods: 5 % 
Artistic Vision and Creative Control: 5 % 
 
TOTAL:          100 % 
 
 
 
Objectives: 
 
Upon successful completion of this course, students should be able to 
demonstrate: 
 

1) an overview of the visual effects aspects and requirements of the 
entertainment industry. 

2) Exploration of sculptural techniques and how they compare / relate to 
computer generated imagery 

3) Increased understanding of the conceptual and expressive potential of 
sculpture (within the requirements for translation to the digital environment) 

4) To understand the translation of three dimensional objects into film / video or 
for computer graphics techniques. 

5) An increased ability to develop, analyse and create ideas/imagery in three 
dimensions for the needs of the entertainment industry. 

 
 
Course Content: 
 
This course expands upon the students’ knowledge of design and art, through a focus 
on sculpture for the needs of the media industry. Students will gain an understanding 
of the methods of producing sculpture for the entertainment industry, for visual 
effects and for some special effects. Students will take responsibility for their 
productions through research, conceptual drawing, exploration of various technical 
processes, translation into digital format (CG), critiques and simulated professional 
assignments and/or situations. 
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Technical Processes: 
 

1) modelling a sculptural bust in various materials 
2) manipulating assemblage etc. (a found object) into an animated object through 

sculptural and three dimensional computer graphics techniques. 
3) Model building for the industry 
4) Material exploration for visual effects (i.e. skin surfaces). 

 
 
Methods: 
 

1) directed individual and group assignments 
2) lectures, critiques, demonstrations, visual presentations, guest lectures, visits 

to studios/facilities, reading material(s) and discussion. 
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